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FightingZAOBA - Project Overview

1. Project Overview

1.1 Project Name
FightingZAOBA (Wake Up War)

This is a co-op platformer game set in a school environment. Players control two characters, using
the world rotation mechanism to dodge teacher pursuits, collect cards, and reach the exit.

1.2 Player Experience Goals

¢ This is a casual entertainment game where players can explore a simple 3D environment and
experience different environments and elements.

e It supports two-player co-op gameplay to buildZX32 (chemistry/cooperation) with partners.

« We hope players enjoy the puzzle-solving=# (fun/pleasure) during gameplay.

2. Story Introduction

One day, you are dozing off in an early morning class. You and your friend are bored, staring at the
teacher on the podium and your equally lethargic classmates, when suddenly, the world spins around
you and you find yourselves appearing in an empty classroom. As you look around, bewildered and
unsure of what to do, a dignified voice echoes from above: "Children, your behavior of skipping all
elective courses and choosing to skip required courses has angered our school's guardian spirit! As
punishment, you have now fallen into the gravity-reversing dream | have set up for you. If you cannot
escape the dream in time, you will be caught sleeping in class by the teacher and lose your
participation points!" With that, the voice fades away. You look around, your gaze hardening with
determination. Your friend feels the same way...

3. Game Features and Core Mechanics

3.1 World Rotation Mechanism

The core innovative gameplay: Players can rotate the entire game world (90 degrees) to change
the gravity direction



o Player 1: Press Q to rotate 90 degrees clockwise, E to rotate 90 degrees counterclockwise
o Player 2: Press U to rotate 90 degrees clockwise, 0 to rotate 90 degrees counterclockwise

Design Purpose: To solve puzzles, dodge obstacles, and open new paths by changing the direction
of gravity.

3.2 Two-Player Co-op Mode

¢ Dual Character Control:
o Player 1: Move A/D, Jump Space/W
o Player 2: Move 3/L,Jump I/NumPade
o Cooperative Level Completion: Both players must reach the exit simultaneously to trigger level
progression
¢ Health System: Each player starts with 1 health point; death occurs when health is depleted
+ Death Penalty: The level resets if either player dies

3.3 School Theme Elements

Element Description
Teacher Enemy that chases players and throws chalk attacks

Baozi (Steamed o
Collectible item

Bun)

School Card Required item players must collect to complete the level
Ruler Platform players can stand on

Compass Instant death on contact; players must avoid

. When players approach, the switch is triggered, the light turns on, and it
Sensor Light .
becomes a jumpable platform
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3.4 Level Design

o Tutorial Level (MAP_Teach): Guides players through operations and the world rotation
mechanism



* Level 1: Crossing East Garden: Can be completed with few rotations
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e Level 3: Climbing Main Building E: Requires multiple rotations and obstacle avoidance

3.5 Game Interface Design

* Main Menu: The interface players see when launching the game; allows entering or exiting the
game.
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+ Story Interface: After clicking to enter the game, the story appears in typewriter format and can
be skipped.
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* Menu Interface: Players can select levels here.
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+ Gameplay Interface: The game screen is equally divided. Two cameras are set up to display
each player's actions. Players can also return to the main menu from this state.

R - feaheed, 3T = iR,
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+ Game Pause Interface: Players can pause the game by pressing different keys
o Minimap: Press M to show the minimap
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o Item Description: Press Y to display how to use key items during gameplay
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o Settings Interface: Clicking the settings icon opens the settings interface



3.6 Game Audio Design

We have rich sound effects throughout the game, including character death sounds, character jump
sounds, and a very cute background music!

+ Sound Effects:

o Player: Jump, Land, Rotate

o Enemy: Chalk throw, Hit, Block

o Events: Card pickup, Door passage, Death
o Background Music: fCREEE S5 K.mp3

3.7 Gameplay Flow

4. Technical Architecture

4.1 Engine and Tools

e Game Engine: Unity3D
¢ Programming Language: C#



4.2 Core System Scripts

Player Control System (PlayerController)

o State Machine Management: Grounding, Jumping, Rotating, Falling
¢ Ground Detection: Uses the "Triple-Point Detection" method with three check points

Rotation System (RotationSystem)

+ Manages world rotation animations
e Handles collision issues during rotation
¢ Registers multiple players and synchronizes rotation

Level Management System (LevelManager)

Level state tracking

Two-player gathering detection
Scene transitions

Death and respawn logic

5. References and Credits

o Gameplay inspired by Rotate game
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